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Project themes
• (Architectural) Design T&L
• Virtual environments (design & learning)
• Content and Language Integrated Learning
• Fragility of environments
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Associated partners
& subcontractors
Partners
Second Life islands
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Cybergogy components
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Role play
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Assessment
Cognitive
Emotional
Dextrous
Social
Taxonomy of Learning Domains
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Second Life classes
• 1 hour induction class (teachers)
• 10 hour building class (teachers)
• 4 hour building/presentation class
(studio students, Slovenia)
• 2 hour class on lighting techniques, linked to 
lighting design course (Slovenia)
instructor, students, mediators, observers
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Lesson plans
12
Building class area
13
Practice area
Presentation & 
demo area Immersive lighting chamber
Display of tips, 
tools & 
examples
Building class
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Building practice
15
Immersive lighting chamber
16
Lighting Q&A
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Issues
• Mixed student cohorts, many with inadequate SL 
experience, caused delays
• Weak use of emotional and social domains in 
learning outcomes
• No evident (English) language comprehension
problems
• Lack of body language as feedback
• Difficult avatar identification in unstructured
virtual space
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Conclusions
• Which technologies work best
• ‘Belt and braces’ approach to teaching with technology
• Learning curve for SL and similar 3DiVWs higher than novices anticipate
• More time required for induction and building classes
• Use of 3DiVW environment best integrated into curriculum and supported
• Detailed, adaptable lesson plans mapping Learning Archetypes & Learning 
Domains to learning activities
Outcomes
• Packaged content for course delivery in Second Life and similar 3DiVWs
• ‘Learning Objects’ for Cybergogy and architectural lighting design
• Best practice guidelines for design students and practitioners in 3DiVWs
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